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Abstract 
The impact of digital technology within the creative industries has brought with it a range of new 
opportunities for collaborative, cross-disciplinary and multi-disciplinary practice. Along with these 
opportunities has come the need to re-evaluate how we as educators approach teaching within this 
new digital culture. Within the field of animation, there has been a radical shift in the expectations of 
students, industry and educators as animation has become central to a range of new moving image 
practices. This paper interrogates the effectiveness of adopting a studio-based collaborative 
production project as a method for educating students within this new moving-image culture. The 
project was undertaken, as part of the Creative Industries Transitions to New Professional 
Environments program at Queensland University of Technology (QUT) in Brisbane Australia. A 
number of students studying across the Creative Industries Faculty and the Faculty of Science and 
Technology were invited to participate in the development of a 3D animated short film. The project 
offered students the opportunity to become actively involved in all stages of the creative process, 
allowing them to experience informal learning through collaborative professional practice. It is 
proposed that theoretical principles often associated with andragogy and constructivism can be used 
to design and deliver programs that address the emerging issues surrounding the teaching of this new 
moving image culture. 
Keywords: animation, andragogy, animateur, pedagogy, education, animator, 3D computer graphics, 
collaboration, participatory, moving image. 
1 INTRODUCTION 
This research is derived from a project that was run as a part of the Creative Industries (CI) 
Transitions to New Professional Environments program at Queensland University of Technology 
(QUT) in Brisbane Australia. The CI Transitions program is designed to enhance the transition of QUT 
students into professional industries. The program operates as a series of projects that are either 
directly aligned with industry partners or focus on an industry relevant outcome.  The subject of this 
paper is a project that was undertaken in 2010 and designed to expose animation students to the 
workings of a collaborative independent animation studio via the creation of a 3D animated short film.  
Within the area of 3D animation, learning could be described as the improvement of one’s 
understanding, ideas, artistry and technical ability. Changes in moving-image practice have resulted in 
a range of issues regarding how we may best facilitate this learning. Consequently there is a need to 
re-evaluate how we as educators approach the teaching of animation. Wells and Hardstaff [1], offer a 
range of viewpoints on teaching animation, identifying at least three core educational models: a Quasi-
training model, an Auteurist / Independent model and a Combined model.  
A Quasi-training model prepares practitioners to work in “collaborative teams, using industry-level 
software and technique on major studio projects” [1]. This is in contrast to the Auteurist / Independent 
model which encourages development as an artist via the creation of independent creative works. The 
Combined model is described as being “uneasy” and focussed on developing skills and knowledge via 
a series of individual and creative projects. Being geared toward transitioning students into 
professional industry, this particular CI project is closely aligned with the Quasi-training model 
described by Wells Hardstaff with some key differences in the delivery strategy.  
The project is similar to the Quasi-training model in that it focussed on collaboration using industry-
level software and technique; however, the method behind its implementation was framed to include 
learning through experience, a concept commonly associated with Malcolm Knowles theories of 
Andragogy. According to Merriam and Caffarella [2], Knowles theorised that “pedagogy-andragogy 
represents a continuum ranging from teacher-directed to student-directed learning” and that it is 
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situation specific. Having been the subject of much research, a great deal is known about how people 
learn and the significance of learning through experience. Boud and Miller [3] explain that “learning 
through experience is the normal, commonplace approach to learning, and we take it for granted”. 
Throughout this paper, the term “animateur” is used in replacement of “animator” to describe an 
educator that works to promote the learning of others through their experiences [3]. This is to avoid 
confusion with “animation” and “animator” as they are more commonly used to describe a person who 
creates the visual synthesis of life in otherwise inanimate characters and objects through the creation 
of motion, gesture and expression. 
2 MATERIALS AND METHODS 
The project provided students with an opportunity to undertake an intense program of self-directed 
study based on professional practice. This was implemented by adopting a studio model for the 
learning environment and supporting students in a social context. It was anticipated that students 
would actively participle in developing an understanding of how to perform specific duties and within 
this environment be able to draw upon the collective knowledge of the group to assist them with their 
learning. 
2.1. Participants 
Twelve students in their second or third year of undergraduate studies across Animation, Games and 
Interactive Entertainment, and Film and TV participated in the project. The group consisted of both 
male and female students with ages ranging from late teens to early thirties.  With the acceptation of 
one student with a film and TV background, all participants (including three Norwegian students) had 
prior experience with 3D computer animation through prior study. 
2.2. The Project 
The project ran for 13 weeks (1 semester) and counted toward 24 credit points of study which is 
equivalent to two subjects in a 48 credit point semester. The short production time was chosen to 
ensure students participated for the full duration of the project. This was in direct response to previous 
experience running similar projects. In projects such as this, it has been noticed that students would 
either wait until their perceived area of production had begun work or stop working once their 
perceived area had completed their tasks. For example; it is not uncommon to encounter a student 
who considered themselves an animator who does not contribute to the team until the actual 
animation process “begins”. Upon completion of their animated shot or sequence they would no longer 
actively participate in the project, often stating that “their role had ended”. In an effort to prevent this 
from occurring and to break traditional production models, the decision was made to shorten the 
development timeframe while increasing their weekly allocated time. This resulted in an overlapping of 
tasks and kept the student group under pressure from very early on in production through to 
completion.  
The production team met formally with the project supervisor once per week for two hour critique 
sessions. Approximately two weeks into production, the team scheduled an additional weekly meeting 
to collaborate and discuss project milestones and future development plans. In between face-to-face 
meetings, students would actively collaborate online putting to use web based technologies such as 
Google Groups, Google Sites and YouTube. This technology proved effective in enhancing 
collaboration and support amongst the group.  
2.3. Original Brief 
The project brief provided a basic story premise with simple description of characters, scenario, key 
moments and setting. 
My Grandma is a Monster! 
Short Animation Project 
Directorial Notes (20/01/2010) 
 
Project Aim: 
My Grandma is a Monster! Aims to be a film that brings a message of encouragement to children. That what we 
think we are experiencing is not always the case and that when scared it is sometimes best to face our fears.  
Short Film (2 minutes) 
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3D Animation 
 
Key Objectives: 
This film is to remain simple in its execution and delivery of its message. Both kids and parents should be able to 
relate to the story. Children are often afraid of the dark (even if that don't admit it) so we are dealing with a 
current issue in their stage of development and for adults we will evoke a type of nostalgia as they recall their 
youth when they were also afraid of the unknown. 
 
• Characters drive the story: Technology is there to serve the story not the other way around. 
• An Australian setting (Takes place in a classic Queenslander)  
• Stylized 3D using techniques of limited animation. Research needed into possible limited animation 
technique applied to 3D character animation. 
 
Basic Story Premise: 
A young girl around the age of five is having a sleepover at her Grandmother’s house. Although afraid of the dark 
she drifts off to sleep easily because her Grandmother leaves the door open and light from the hallway fills the 
room. 
 
As Grandma goes to bed we see the Grandfather in bed reading. As she enters we see him put the book down 
and put earplugs in his ears. Grandma turns the lights out as she goes to bed leaving the little girls room to fall 
into darkness. 
 
Later that night the little girl is woken by a noise... The little girl moves to try to get comfortable. She hears the 
sound again. She is still and there is no noise. She moves and she hears the noise again! With the lights out she 
immediately starts to think it could be a Monster! 
 
This tension builds until the little girl finally sits up and lets out an enormous roar! The roar is so loud she wakes 
up her grandmother who is snoring away in the room next door... Grandpa is sound asleep. 
 
Key Storytelling moments: 
• Light from the hallway allows the little girl to fall asleep without being scared. 
• We notice Grandpa is putting earplugs in when he goes to bed. 
• Grandma's bed is on the other side of a wall. In the girls room there is a closet against the wall and 
consequently it sounds like the Monster is in the closet. 
• The little girl has a comfort blanket. This shows some level of insecurity in her and need for comforting in 
the night. 
• We need to see the little girl's level of courage changing and her inner thought processes. 
• When the little girl lets out a roar we see the Grandmother snoring briefly to reveal the source of the 
noise and therefore the truth to the audience. 
• We see Grandpa has slept through the whole thing. 
2.4. Data Collection 
Three primary modes of data collection were used throughout the project. Working in the role of 
animateur provided an opportunity to gain firsthand experience by working with the students in a 
collaborative fusion of supervisor and peer.  Second, over the course of the project each student was 
required to maintain a reflective journal in the form of an electronic blog. Third, upon completion of the 
project, students were required to write a report which critically appraised their experience within the 
project.  
3 RESULTS / DISCUSSION 
The results presented here are derived from my own notes made throughout the project and cross 
checked with the reflective journals and final reports provided by the student group.  
3.1. Emergence of Leadership 
Early on in the project (week 2) the team was asked to nominate a project leader. However, no project 
leader was chosen at this stage with the team instead opting to share the responsibilities. The group 
was cautioned that without strong leadership from within the student group it could be expected to 
cause problems with workload coordination, team work and adhering to scheduled milestones. These 
issues became apparent very early in the project (week 4) and consequently the team organically 
moved toward one very capable student who was able to communicate well with everyone and whose 
skills were broad enough to contribute across all areas of production. 
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The team as a whole was enthusiastic and communicated well outside of scheduled sessions. As the 
project moved forward from pre-production the group took the initiative to schedule an additional 
weekly session. This allowed them to review their progress, support one another and work out issues 
they needed to raise at the formal meetings. 
3.2. Student Experience 
Although some students appear to have felt a lot of pressure at various times throughout the project, 
they all reported that overall the experience was a positive one that offered them an opportunity to 
develop as professional animators. 
Each student reported problems with timeline and schedule blowout. This could be attributed to 
students identifying with one role and not contributing fully at various stages of the project. Suggested 
improvement here could be to press upon team members that they are to contribute to all areas of 
production and not to wait until the schedule reaches “their part”. Additionally the lack of ability to 
move forward with the experimental component of the project delayed production. 
Some students reported the manner in which meetings were held as being difficult to grasp as 
constructive. One student went as far as mentioning that they were a complete waste of time due to 
noise. This was a strange comment and suggests that perhaps the purpose of the meetings had been 
misunderstood by this particular student. Meetings were held as critiques that required open 
discussion and peer review of all artistic contributions. This confusion could also be attributed to the 
students working in the same space they had previously used as a tutorial space. 
3.3. Arising issues 
One objective that was not realised was to research possible methods for creating “Limited animation” 
in CG. This was largely due to the student’s lack of understanding on how to depict a variety of 
animation styles. They appeared to lack a vocabulary for describing qualities of motion and had 
difficulty distinguishing naturalistic animation from other forms of stylised movements. It became 
apparent that animating in a “Disney style” with continual reliance on the work of Animator Richard 
Williams [4] as a reference was all they could deal with at this early stage of their development. This 
lack of vocabulary for analysing animated performance stunted their ability to think critically about their 
own work and to freely discuss both their creative output and the work of others. As the project 
progressed and the students were exposed to weekly critiques they eventually began to develop the 
necessary skills to participate more constructively. 
In the project brief it was stated that the story would take place using only two internal locations. Early 
in production the student group erroneously decided this was not enough work for the twelve 
participants. Against advice that increasing the production to include an external shot, three internal 
locations and an additional character would result in an unrealistic scope, the student group decided to 
go ahead. 
4 CONCLUSION 
Adopting a participatory studio-based model for the production of a short animated film proved to be 
beneficial to the development of each student. All students reported the experience to be challenging 
yet positive. Embracing the role of animateur as a supervisor / co-learner and placing teaching and 
instruction secondary to promoting the learning of others proved to be a positive solution to dealing 
with this challenging area of study. There was a notable lack of ability to adequately experiment with 
variations of character movement and visual style and this extended into issues with productive peer 
review and critique sessions. The project is considered an educational success despite the final 
animated film not being completed. There was a noticeable change in the skills and attitudes of the 
group, the project exposed them to a collaborative work environment and provided an opportunity to 
undertake self-directed professional development in their chosen field of practice. 
5 FUTURE RESEARCH 
It has become apparent, that there is a need to identify or develop an efficient method of analysing 
character animation that facilitates further discussion on the qualities of motion and gesture in 
animated performance. This would allow students of animation to participate more creatively and 
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collaboratively in participatory studio-based learning environments by giving them a vocabulary and 
confidence to discuss and critique their own work and that of their peers. 
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